ee She 
While the team dynamic changed 
Hm when lead designer Kim Swift left 
© Valve for a job at Airtight Games, 
Valve’s investment in Portal 2 
is evident. The staff size has 
increased from 8 to 28 dedicated 
staffers, and they've already got 
| two years of headway on the title 
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lab rat. While not 
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“We are pleased that you made it through the 
final challenge where we pretended we were 
going to murder you,” chirps GLaDOS, the 
homicidal computer and antagonist of Portal, 
adlibbing after Chell sees through her shallow 
attempt at encouraging self-incineration. “We 
are very, very happy for your success. We are 
throwing a party in honour of your tremendous 
success. Place the device on the ground then 
lie On your stomach with your arms at your 
sides. A party associate will arrive shortly to col- 
lect you for your party. Make no further attempt 
to leave the testing area. Assume the party 
escort submission position or you will miss 

the party.” 

In the original Portal, GLaDOS’ casual dis- 
regard for Chell’s safety was a constant. For 
many, however, this moment was a memorable 
one: it was at this instant Chell took back con- 
trol over her destiny. 

This exchange has recently come into new 
relevance, providing a bridge between Portal 
and Portal 2 through a retroactive update Valve 
released on the sly. Astute fans may have 
noticed that a patch for Portal launched recently 
with no press release or fanfare. Several cos- 
metic updates play second fiddle to a short but 
significant change to Portal’s ending. 


“The thing that is interesting for us is we've 
never really had a game that’s been focused 
on single player and narrative where the sequel 
has been released so quickly,” explains Erik 
Johnson, senior project manager at Valve. 
“Half-Life and Half-life 2 were obviously about 
15 or 20 years apart, or that’s at least what it 
felt like [laughs], but now we have Steam, and 
Portal was only released in 2007. So we siill 
have a really strong tie to the first game. The 
update seemed to be the perfect way to re- 
energise Portal and link the games together.” 

The seemingly dismissive reference to a “party 
associate” now provides a perfect segue. In the 
most subtle of alterations, Chell is now thanked 
by a disembodied voice for assuming the party 
escort submission position as she lays passed 
out in the Aperture Science parking lot, sec- 
onds before she is dragged off by an unseen 
force. This definitive chain of custody over Chell 
makes it possible for her to resume her role as 
a lab rat in Portal 2, despite an extraordinary 
change in circumstances between games. 


